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“Tet us now cast our gaze to one amongst the Four. 
Not War, who lies chained at the Council’s feet, 
professing his innocence, but one who would 
save his brother, above all else. 


He has many names — Kinslayer, Executioner... 


We call him Death.” 


- CHARACTERS __ 


i 

Fa 
He 
Ie 
lz 
lz 


2. Death becomes a 
storm of bones and debris. 


reatues killed 
by the Bone Storm 
decompose and -add to 
the storm’s power, 


4qThe more creatures it kills, the larger and more powerful it becomes. 
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In-Game Model 


Abyssal Armor 
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BY TARLOCHAN “HAN” RANDHAWA | oxnvcudute rene nsanspmitnnna 
Art Director, Darksiders II 


STYLE GUIDE ‘DEATH’: 
Iconic Visual Cues 


This sheet we see a key ‘hero’ drawing of Death 
We get an idea of who’ death is and some of his 
hey iconic features. The mask, facial expresions’ 
(since he has no mouth and emating without a 
mouth needed exploration), his body language and 
his stance tell us so much about his personality, as 
do his weapons and his crow, Dus. 


Even through the first sheet has a lt of great info. 
It needed more depth, We needed to go deeper, to 
reverse engineer and deconstruct what makes the 
style tick, Our art team is very talented and 'm 

very proud of them, but they arent illustrators and 
need the extra info to help understand whats going 
on under the hood, They need to know the visual 
decision-making that went on when the concept 

was made, so they can make similar decisions when 
they translate the 2D back into 3D faithfully Here | 
break down the proportions, the angular edges to the 
sihouete, the details on the mask, from eye angles, to 
the mask sockets. 
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DARKSIDERS JOE MAD STYLE: 
The Simple Idea 


(On Darksiders I our talented concept artists churned out 
a ton of amazing concepts, and we also have many sty 
sheets. Tis is alot of information for our production 
artists to absorb. Realizing this | wanted to create a single 
image that described the style in a nutshel’, Something 
that could be applied to any asset in the game, be it as 
complex as a dungeon or as simple as a pot... something 
that could be recalled easly 


S0 | took a perfectly serviceable, simple urn and applied the cues found in Joe Hadureira’s 
artwork, Stronger silhouette and edges over repeated soft curves, faceted surface, asymmetry, 
eye rest, measured frequency of detailing are all important. | took it one notch lower and 
went down to a DNA level, taking a spiral (a prevalent pattern we use) and simplified it 
further. This sheet is not to say that there is a total absence of curves, it’s just that they are 
combined harder, shaper, edgier curves that are in tension, then at appropriate places turn 
sharply or gracefully 


EARLY BLUEROOMS: 
Paintover Exploration 


The entire art team is required to 
submit 2 daily ‘Work in progress’ 
a screen cap of ther screen, or 
concept in progress. This is seen 

by the entire team, so as a group 
we can all get excited by the art 
being generated, Also it allows me 
to quickly course correct, which | 
dio frequently via ‘paint-overs. The 
paint-over i a very important art 
direction tol. In this image we 

see a very early blue roam taking 
shape and a paint-ver to explore 
more details before we make a ton 
of game art 


Moze Cuaeied 
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This one in particular shows where the modeler did a great 
job of getting the overall proportions and shape in the 
wireframe, based Joe Mats concept. My paint over applies 
the style that will be needed in the sculpting proces. | gave 
it an edgier sihouette, pronouned the knuckle joints on the 
wings, and broke the ‘mathematical perfection’, which is 2 
common symptom that is associated with creation in 30. 
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MAKER SHAMAN: 
Concept to In-game Model 


Sometimes a dificult character can be a litle more 
involving to bring it to life. Normally we can 

have the concept team run with concepts based on 
direction and constant feedback, The Maker Shaman 
vas one such character, Our concept artist did a 
great job of exploring many ideas. It was a case 

of getting the balance between lots of decoration 
and the simple lifestyle of the Haker Shaman, So 
Joe scribbled a high level sketch of what he was 
thinking, which our senior concept artist cleaned 
up and detailed in fine. 1 wanted to adjust the 
colours to distinguish this character away from the 
earthy colours of the Makers, since she was more 
‘of ‘soothsayer’ or ‘seer, or an enlightened Maker 
Then our concept team took it to a fll colour, 
producton-ready comp. At that point our chara 
imodeler took it over and modeled and tent 


11, THE MAKERS 
Architectural Language 


Stylesheets or style to understand how to Everything that appears to be complicated is actually made up 
e what Ulthane’s (from the original Darksders |) people looked like 
stint Nordic theme. On the lft you see high level concepts which show 

dso on, These are the nuts and bolts that are used to create the 


or hero’ areas (story related) or puzzle areas. 


of very str Makers’ ancie 


and how they lived. 
the area and 


modular pi 


FEO BL 


Age ae Sauer” 
These ve 


“cuse we OF Rack gecemne” 


1, DEAD PLAINS: 
Overworld & Rock Style Guide 


Ie was important for us to make each zone fel diferent via architecture, lighting, atmosphere even down to the rock style. We need 
the rocks to feel like a Darksders game, and used similar styling to what was broken down in the ‘simple idea’. This sheet describes 
the sharp, hazardous-looking eroded rocks in the Dead Plans. The Dead Plains are in a state of eternal deca, eterally eroding away. 
‘t was important for us to distinguish the Dead Plains from the demonic. This is not an eil place, its a part of the cydlic balance, 
life & death. So it was important that we stayed away from anything demonic. Skulls were always human and not animal, and there's a 
certain austere quality to the architecture with eroding catacombs and gothic structures which the rock style reflects, 


ETERNAL THRONE: 
Style Guide 


This style sheet was to describe a very dificult element, 
the Eternal Throne. This carries the Dead king, the decrepit 
monarch of the Dead Plain. We didn't want it to be 
completely made of Bone, otherwise itd look too chaotic 
and animal-lke I had the bowels of the ship looking like 
ribcage of an animal but aso the traits of an ancient ship. 
So 1 broke down what the materials should be lke forthe 
environment artists, Architecturally, its a cross between a 
crypt below decks and a mausoleum in the king's chamber. 
The material surfaces are like fosiized bones and wood, then 
the bulk and mass are like petrified or calcified flesh that 
has become brittle and sharp. Again, this reflects the rock 


style and the visual language of the area. 
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CROWFATHER: 
Rock Style Guide 


At times itis necessary to extrapolate what's going on in a concept painting for the environment artists, In this case we are looking at the rocks in she 
realm where the Crowfather hides in seclusion. The rocks hint at layered feather shape, which was a conscious decision to subtly reflec the theme of cx 
It’s also useful to break down building methods. Huch of the mountainous areas in Darksiders Il are made up of a few large rock shapes that can 
and scaled to create vast mountain ranges or ravines, this keeps the object count and memory down. These rocks need to be made in a certain way & 
useful in multiple instances. 
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VIDEO GAME ART BOOK 


P3 
Awakened by the End of Days, DEATH, the most 4 as 
feared of the Four Horsemen of the Apocalypse, f 
embarks on a quest to undo Armageddon! 


THE ART OF DARKSIDERS II collects the dark and 
dynamic artwork behind the second installment in the 
fan-favorite Darksiders video game series, Featuring the 
artwork of legendary comic artist JOE MADUREIRA 
(X-men, Battle Chasers, Avenging Spider-Man) and the Vigil Games 
art team, the book collects full-color illustrations, character 
and environment designs, unused concepts, and more! 
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